The advancement of technology, especially the online world on the internet, has brought a new dimension to the life and psychology of the people. Jennifer Haley's play The Nether takes this fact into consideration and employs the impact of the internet, i.e. the virtual world, in the real or the physical world as its subject matter. This paper investigates and maps the boundaries of the worlds -real, virtual, and theatrical -presented in the play and examines their relationships with one another, and then claims that the lines between these three realities actually overlap with one another. With the exploration of the characters' psyche, this paper argues that the characters transcend the normal boundaries of the real, the imaginary or virtual, and the theatrical, creating a new reality in the age of advanced technology. To ground its arguments, the paper adopts an interdisciplinary framework to discuss the play -it explains the play in the light of the cyberpsychoanalytical theory, an interdisciplinary study of the psychoanalytic literary theory and cyberpsychology.
INTRODUCTION
Jennifer Haley, an award-winning American playwright who was born and raised in Texas and educated at the University of Texas at Austin and Brown University, and who now lives in Los Angeles, wrote her most-known play The Nether in the opening years of 2010s against the backdrop of the incessantly growing addiction of people towards the internet and its illusory realm. In this play, she embodies the contemporary burning issues created by the internet and technology -issues of the place and influence of the internet in the life of individual, issues of the relationship between the (dark) desires people have in the real or physical world and the fulfillment of them in the world of the internet. To employ these issues, she portrays the internet in its next form in the future as 'the Nether' which is, as Rizzolo (2014) in her article in Los Angeles Review of Books, on the interview she took of Jennifer Haley says, "a virtual reality world where you can live out your every fantasy in complete anonymity. Identities are blurred, dreams real, and culpability seemingly nonexistent." Professor Bay-Cheng (2015) considers this as "a rumination on the moral and ethical implications of living in alternate and artificial realities" (p. 689). Thus the play abounds in the elements of growing tension on the conception of reality and virtuality, and on how this conception is presented on the stage. The main points of focus of this play, then, are issues related to the real world, which mainly refers to the physical world, and the virtual world, which in other words could be expressed as cyberspace, and especially the relationship between these two worlds. And as all these things are depicted in the theatre through performance by the actors, there emerges another reality -the reality of the theatre or theatricality. My point in this article is that while these three realities seem to be different from one another, they are in the case of The Nether intimately related to one another, and there are hardly any lines separating them, or if any, those are blurred -so blurred that to differentiate them becomes quite impossible for the audiences. I base my logic on an interdisciplinary investigation of the play -I analyze the play by employing psychoanalytical literary theory, and the theory of cyberpsychology, a recent field in psychology. I formulate my discussion on four basic points. At first, I apply the Freudian psychoanalytical theory to the play to explain the ways the characters behave and the hidden reasons behind their behaviors. Then, I link the behaviors of the characters with cyberpsychological theory by which I make an effort to map the boundaries of the real or physical world and the cyberspace or virtual world. After that, in the third part, I investigate the way the playwright delineates the line between the real and the virtual, the way this line becomes blurred, the way this line plays with the consciousness of the audience, and the way this line leads the audience to be aware of another world -the world of theatre. Thus, finally, I
try to map the relationship between the real, the virtual and the theatrical -how they overlap one another and make their boundaries blurred to form a new theatrical experience. The pauses of the Sims here and in many other places in the play are a reflection of his unconscious self. As the story unfolds we will explore that Morris's mention of the word 'children' makes Sims think unconsciously of so many In the conditions of Sims, we find the working of the 'urges' or 'drives' in human action. Sims is also struggling with his defense mechanism; at least repression and regression are to be found in here. He probably at first tried to repress the thought of the neighbor girl, the failure of which caused him to take refuge in regression. He thus, created the Hideaway as a psychological refuge, where he could be himself, just like he says to Morris -It's imagination! People should be free in their own imagination! That is one place, at least, where they should have total privacy!" (Haley, 2015, p. 31) Iris takes this view a bit further -"We offer a place where you may dismantle everything the world has told you about right and wrong and discover pure relationship." (Haley, 2015 , p. 55) Thus haunted by carnal urges, and in order to escape from the haunt in the real world, Sims established the Hideaway in the 'Nether' or internet -the cyberspace which eventually becomes his psychological space.
With the advance of computers and online networks -especially the internet -a new dimension of human experience is rapidly opening up... the experience created by computers and computer networks can in many ways be understood as a psychological "space". (Suler, 1999 (Suler, -2005 And The Nether takes us to such a world of 'computers and online networks', which is obviously more 'advanced' virtual and immersive environment that is sensually indistinguishable from reality" (p. 690). The influence of the Nether or the virtual world in the physical world of this play is so profound that it 'becomes our contextual framework for being' -Just because it's virtual doesn't mean it isn't real. Eighty percent of the population works in office realms; children attend school in educational realms. There's a realm for anything you want to do or think you might want to try. As the Nether becomes our contextual framework for being, don't you think it's a bit out of date to say it isn't real? (Haley, 2015, p.13) Obviously, the grasp of the Nether here is so profound that to try to distinguish the real from the virtual is totally 'out of date'. Haley herself says in her interview in the Los Angeles Review of Books, quoting Carl Jung that "the world of dreams and imagination is a different reality, but it's just as real as our physical reality" (Rizzolo, 2014) .
However, though Halley presents her view to us through a fictional world, Professor Campbell (2017) provides a remarkable reasoning on the issues of reality and virtuality, on the basis of his analysis of the contemporary 'real' world.
He says -
It is not that there are two separate realities: physical reality (real, significant, and meaningful) and virtual reality (imaginary, less significant, and less meaningful), but that there is one real, significant, and meaningful reality, some of which is physical and some of which is virtual. (Original italics, p. 304)
In formulating his theory, Campbell argues that the reality which we call now virtual reality has actually been Stowell-Kaplan (2015) also confirms that, "using live performers in both the virtual Hideaway and the "in-world" interrogation room... ensures that, the audience is never quite free of a nagging doubt that, the Hideaway is entirely virtual, entirely unreal-whatever that might mean." (p.160)
The 'nagging doubt' of the audience is heightened in the final scene of the play where the characters Sims and Based on this situation Bay-Cheng (2015) considers Haley's handling of stagecraft as "a theatrical future driven by technology. As the natural world decays, our virtual environments will become desirable only insofar as they become theatrically real." (p.693) Thus in Stowell-Kaplan's (2015) word, it could be said that "by playing at the limits of theatre and reality The Nether forces its audience to entertain the idea that a virtual realm entirely divorced from our own reality might be an impossibility." (p.162) Hence, comes the question of the separateness or the togetherness of the realitiesphysical, virtual, and theatrical. From the discussion above it is evident that, the lines among these realities are very unlikely to exist in case of the psychological and behavioral pattern of the characters of The Nether. Furthermore, the psychological journey of the characters confirms the people's ability to transcend or 'cross over' the boundaries of these worlds.
